In this supplementary material, we show another set of results to support our argument in Section 7.2 of the paper. When rendering the dynamic volumes in the resolution of 2048×1024×1024, the
Although the workload is lighter in this direction, the poor texture cache and L2 cache performance still leads to low frame rates in the Standard method.
Results of rotating this set of dynamic volumes around several arbitrary axes in different image resolutions are provided in Figure 2 . The results demonstrate a consistent trend with what we have shown in the paper ( Figure 19 of the paper). In addition, according to the performance patterns across different projected image resolutions (different rows of Figure 2 ), the Warp Marching methods have a better scalability than the Macrocell solution.
